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Overview and Glossary 



The 32X Sound Simulator is a tool that transfers the sound data created using the 
Tone Editor 32X to the CartDev and that performs an emulation. Therefore, before 
the Sound Simulator is started, the data creation using the Tone Editor 32X must be 
complete. The following description of the 32X Sound Simulator, with reference to 
sample data "Frojl", assum.es that the necessary data creation tasks have been 
completed. 

The development of any sound package presumes that the package will be 
incorporated into a game cartridge. Tliereforec ultimately aii sound data must be 
integrated. The goal is to create a single sound object. The integrated, final output 
file is referred to as a "bulk file". The sound development process is complete when 
the bulk file is incorporated into a game. 




M 




Icon for a bulk file 



The following illustrates the basic screen, called the Edit iwifidow, for the Sound 
Simulator. The data files created using the Tone"Edilpr 3dx are mapped onto the 
Edit window. How to perform mapping will b^e^Iaihed later. 



The Sound Simulator keeps track of t^ m9jiole& loaded in memory in terms of the 
numbers that appear m the leftmost cc^gin in ti^ Edit wii^w. Modules are 
displayed on the Edit window on a line^y-UneJ^sis. Eat^ liii^^ called a block. 
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Activation Method 



When using the 32X Sound Simulator for the first time, click on the 32xSndSim 
option in order to effect the condition in which the New option is automatically 
selected from the file menu (see the "New" option in "1. File"). If a task has been 
completed previously and the Edit window has been saved, a project file is already 
avaOable. In this case, the task can be resumed by clicking on the project file. 
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32xSndSJm 



Icon for a project file 



Mapping 



"Mapping" refers to the task by which sound files containing .vario^is elements are 
allocated to memory. Game producers must keep track of^the sequence in which 
files are allocated, and the sizes of bulk files. All other memojy management 
functions are performed by the Sound Simulator.^ 



g sample data in order 



The following describes how to perform actual 
to create a bulk file- 



The files indicated below, all of which ^ created "^t^iij the Tone Editor 32X. are 
contained in the supplied sample data ^-f The .-^e^r MIDI setting is not required for 
the Sound Simulator. ^^^^^"' 




FMparameters 



Vi 



PSGenvelopelable 



niDlsettmg 



e M r^ffilSequencedata 

Sampling<fila(P#M).; 




TESTEnv TES^Fiijl 




Seiting TESTVib 



PWM TEST 3,tEi 




Projectfile 




First, we link the following files in the indicated order: Sequence data, Fm 
parameters. Vibrato table, PSG envelope, and SampUng data (PWM). The Edit 
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window contains the image of a memory mapping on a cartridge. This image 
contains the addresses beginning with address of the KOM cartridge, and items 
that are necessary for nmning 32X softivare, including vector information and a 
boot-up program. Therefore, the Sound Simulator also requires the items necessary 
for running the 32X, as separate from sound data. The Edit window displays these 
required items. In the table shown below, the item "ROMTopSysO" corresponds to 
the required items. 

The item "Snd DRVRO" represents the Sound Driver. By default, the Sound Driver 
is allocated at address 0x20000. An address must l>e set whenever a new project is 
commenced. (See the "New" option in "1, File".) 

The item "DRVR PtrO" holds the address information necessary for linking blocks. 
This is a reserved area that stores information on the blocks tt^t%ave been linked. 








02 



03 



000000-002107 



020000-022E4D 



022E4F-022E79 



002108 



002E4E 



00002C 



Ppm'DDSUSO 



Snd DRVRO 



DRVR PtrO 




The above three modules are required modules; „i^y ^%t^^dependenl]y of the 
project file. Consequently, actual mapping is p^forE^^Begirming with the fourth 
block from the top. Therefore, select the.,3^^iq^"tiogi-^om the menu bar. The 
fourth block appears: 







T 



02 



0^ 



Od 



!Q0Q003-O021O7 : 002 



OiDQOO-C12E4D 



0i2E4F-Q12E75 



2E?6-012E?6 



O02E4E 



OO0O2B 



OCOOOO 





Double- clicking on the fourffi biock!brings up ^^^^o^^g dialog box: 




Because the sequence data is the first item to be linked, drag the cell indicated by 
"Data type", and select the "Sequence" option from the popup menu. 
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Data type pop-up menu 



LtalaTypr.' 





pen Data 


^ 


SelecfSequerice", 


PWM Dotfl 




1 


Sequence 

SE 

PSG Envelope 

Vibrate 

FMOruTTi KJt 

FM Dale 








^ 



Then, click on the "Load tile" item in order to bring up the following dialog box. 
Select the sequence data file "test9.bin" from the dialog box: 




■ ■■ .- . .. ■ ...1 ,. , M.I -1 






cDftecifitosri*:-:^^ 

■• ■• > 




\-^ Samcle neu *■ | 




D Dnjjl 

□ TEST 9 bin 

□ TEST Env 

□ TEST Fn 
D TEST PWM 

U TEST Setting 

□ TEST Vib ^ 


1 
> 




i^ ■(*> ^ ■. J ^ . 


^"^ FOeskloD ■ \ 


^ 7"T~ 

< > 


'"4. Cartel 1 


'■■.■l ^^boen 1 




r,^*^ ^^r^,^ 


\ .^ ^ -y \ 1 



The file ■■test9.bin" is now mapped to tK^^^fburth <^il. 



Dl 



02 



03 



0OOO0G-002!Q7 



0IOO0O-012E4D 



012E4E-012E75 



^t/r:'-"i^t::i 



GO2108 RDr^ooSLfSO 



002E4E Snd^RVRO 



000026 




->. 



# 



1. .1 



t' ^V:.L "iJ L!'i 



lii 




The current block ^^dispM^^ Tl^"reverse video, indicc^tmg that the block is available 
for editing. Sincej^e i^j^t^'^-now is to map the neXj^lM timbre data, click on this 

the reverse video display. 



block m order to c 




■-T^>V^ 



01 


000000-002107 ■ 


002 J 06 


ROmoDSusO 


- 




0? 


010O00-012E4D : 


002E4E 


5nd DRVRO 


- 




03 


012E4E'012E75 


000025 


DI?VR PtrO 


- 




04 


012E?6-ei2!76 | 000000 


Sea Vectors 


B 


lest 9.Drn 


1 










Repeat the above procedure to effect the following mapping: 
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Edit wirOow - Untitled 



CRNT Mo name 



02 



& 



M. 



05 



06 



07 



06 



31ZL 



Ml 



-002IS7 I0Q210B 



010000--OI2E4D 002F4F 



IlIi£^zDI2£25^ _DQDQ2E 



012E76-013OF7 000252 



0130F6-015D77 OOOCBO 



0I3D7S-01BD77 



01BD7&-023D77 



023D75-045373 



ooeooo 



ooeooo 



0215FC 



BOrTTBpSusQ 



Snd DfiVRO 



DRVR..PtrO- 



Seq VectorQ 



FN DalQO 



vibTadieO 



PSGEnvO 



Pwn DfltaO 



B 



rEST9.bin 



B 



TESTFn 



B 



lESTVib 



B 



TEST Env 



B 



"^i^gnsmfi 



TEST PWfl 



^I^L. 



-^■-v 











s; 





5 

S 



TTiis completes the mapping. The resuUs of themapjJmg are stored in the "projl" 
file. See the "Save" option in "1. File" fof,^ JesCTi|^onof how to save files. 




e is correctly played back. 



In the next step, venfy that the data in 



First, execute the "Load all files" item in "1. .file^ A 'Wrfte memory/w xxx\x to 
xxxxx" display on the TV monitor iiidicates tKat the execL&>n is successful, and that 
sound data has been loaded onto tt^ CartDev's emulation memory. 



Next, execute the "Start sound, dp ver'^bption in "3. Systen^^, This starts up the 
Sound Driver. Now, wait fo^a r^Wst "^ ^'^ 




yA o i 



The request method It" ^-em 
Execute the requesOium 





is the "Music t4t" j^tion in "3. Systems". 



The music must havefe^i performed flawlessly. At this point, the program creates 
a bulk file and is compleW. Bulk files are created using the "Link aU files" option 
in "1. File". 
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Detailed Description of Functions 

The menu bar for the Sound Simulator contains six menus. In the following, the 
menus are explained in the order in which they appear in the menu bar 



File Edit Systems Map Display Function 
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1. File 



File 




New 
Open 



Close 

Save 
Revert file 

Load 

Load all flies 

Load auto files only 



twi-immw-rmwiwm^ 




The file menu provides a user-friendly interface for the use of the file-related 
functions currently supported by the Sound Simulator. 



New 




This option creates a new map. If a map fe Being piodticed, the parogram asks the 
user whether or not the current data is4o ^^^V^ before a new map is opened. 



• 



Mop file has be# Ehonged. 
Sovftdefore quilling? 




^on't SBve 


Cancel 




r^?. 



■J77.V 



When a new map is to tif^ created, the dialog box indicated below appears, and the 
program asks whe^er a ^SX^emulation map or a Sound editor map is to be created, 
H'hen so prampted;.t-et.ihe following three parameters: sound driver address, 
amount of song, and ao;iount of S.E. 



• 
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When sa^arrg a map Tor the first 
time, th3 rules, found belo-iv, aooly 




Sound dnver aooress 
Amount of Song 

Amount of SE- 






V 


j 


1 || ;2X emuiatiD-n map ]) 





Suund BfSitor ] 


1 ■ 



To create a new map, sel 
the indicated parameters. 



Sound Driver address 



When creating a map, specify the location in which ihe Sound Driver is to be stored. 
In the final sound data file, to be incorporated into a game, its-^St^?ting address 
coincides with the starting address of the Sound Driv^. Ih^foreiHt is critically 
important to determine the correct storage location for 1^ ^ajnd priver. 

Because it is relocatable, the Sound Driver can be.alloeffia^t^fey address. However, 
if should not overlap with the 68000 system, whu3rii composed of programs that 
process vectors and the commands that are issued by^t^ Macintosh. The area from 
0x000000 through Ox002FFF is reserved for the sfskm. llierefore, do not allocate the 



Sound Driver to any address that overlaps with this ^C^, 





Amount of Song, Amount of S.E. 

In these paranteters, enter the total nuijjber of BGMs and spynd effects. If the total 

is not known, enter an appropriate numer^al j^lue, whit^^can be modified later 

on- 






After completing the above seti^^/dici; on the 32X ^^tion%^. Use the Sound 

Editor when loading an old develof^ental tool. Since '^-developmental tools are 

not supplied by SEGA, usupllyjtds r^l necessarj^ior therfSiPto select the Sound 
Editor menu. 



Open 



This oprion is use^^^^pen an existing project file. After opening a project file, this 
menu transmits the fi1$^^<ROMTopSys) whose block-0 auto-transmission option has 
been checked off, and res&ts the 32X. 






Close 

This option closes the current project file. If there has been a change in the map, the 
program asks whether or not the projea file is to be saved before it is closed. This 
menu does not terminate the tool. 

Save 
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This option saves the current project file. If an existing file has been modified, the 
save menu option automatically overwrites the existing file. If a new map is to be 
saved, the save menu option prompts for a save destination. If a transmTtted file 
has been changed or moved and the associated alias information has been updated, 
the save confirmation diaiog box appears even when no changes have been made to 
the file. 




Revert file 



This option allows the user to save a project file under a different name. 

Load , - ^'- 

This option transmits the file containing a specified block inifke ih^p being edited, 
and resets the 32X. .. :-., 

* I 

Load all files 



This option transmits the project file (the entire 
resets the 32X, If a file does not exist, the option 
case, an error will be returned (Version 10/27). ^ 



Load auto files only 



This option only transmits files who 
("auto load files 'X and resets the 32X. 





the map being edited), and 
att^jt^ts to transmit it. In this 



amission c^t^n is checked off 



An auto load file refers to the file ffiat is always load^ when leading is specified for 
a block with which the file is assOtM^^^uto load files^^e^user-specified. 



To specify an auto load file^^lick^n tRe Auto l^Hopti^ on the dialog box that 
appears when the desired Uock is double-dicfed. Qickixig on the Auto Load option 
causes the system tti^ec<^nize.^ auto load h%. i; 







Click on this space. 

The resuHing check-marked file 

IS an aulo load file. 



SI art point 
Et?e 
LOQd rile 

Autoloaa 



0f2E7fi 



l4 



DfllQ type 



Cence 



Sequence 



W ^ 



File size 




tyoe 



I 



® Binarii 

O S-Formoi 
OHeKFormet 



-Y 



• 
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After transmitting a file, the Sound Driver always creates the pointers that it uses. 
Only the "Load all files" option can transmit the Sound Driver. 

CauHonf 

When using the "Load files" or "Load auto files" option, make sure 
that the transmission address and the transmission size have not been 
modified. Even when either the transmission address or the 
transmission size has been changed, the transmission produces the 
correct results if, fortuitously, the blocks of the transmitted file do not 
overlap with the addresses of other blocks. Normally, however, such a 
transmission results in the destruction of memorv conients. 




Unk all files 



This option creates a bulk file, and is used at the final stage df.a soimd development. 
LJnk auto load files 





This option only links the file that specifies an auto-lQ^d fil^and creates a bulk file. 
The bulk file is saved begiiuiing at the address O^-^^vtSRil^d portions of the blocks 
in which an auto transmission setting is not prOvidS^Ja^^ filled with the data OxDO. 

Quit 




This option frees any used memory- an^fermm^s the Sound Simulator. If there is 
a project file being created, the user is prompteef with the question of whether or not 
the file is to be saved. When quitting the Sound Simulati^r, always perform the 
termination action from this menu item. 





• 
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2. Edit 



[Edit 








EdU dete 






New 

Change map name 






Delete 
Copy 
Paste 
nsert 
Clear data 


UK 

3er 














.. 



New mep 



Delete map 
Copy map 
Insert map 
Paste map 
Clear mep date 




The edit menu allows the user to perform deietioiv addition, pasting, and insertion 
operations on a project file. To perform an operation^^a block, select the desired 
block m the Edit window. To perform an operatim on £^^Hre project file, select 
the desired project fiJe from the map menu in !^ ^Hi.bar, 

Edit data 




This option allows the user to rewrite inf^atiof in the ci^^ent block. This menu 
option, which can be used to move the address ©f the current project file 
automatically relinks the project file so that the files blocl<^ wilt not .overlap any of 
the previously set sizes and starting addresses. Notice, iio we ver, that if the results of 
relinking are set at incorrect addreSsesi^the program does not rai^ an error. On the 
other hand, in some cases the ^b^ncegf error conditio^ ^^^ beneficiaL 





J File si^ft 

O Binary 
O 5-FfTrmat 
O He>;Formol 



000000 



This menu can also be invoked by double-clicking on the Edit window. 
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D^HaTjpe 



PCM Data 

pwn Data 

Seuuencf 

SE 

PSG EnuetQpe 

Vibrate 

FM Onim Kit 

FM DnlQ 



The blocks indicated below are controlled bv the svstem, and are not available for 
editing by users. If the area of another block that is being modified overlaps with 
any of these blocks, the system does not move the starting addresses of the affected 
blocks. These three special blocks are caDed "sj^tem blocks". 

Area in which the system componenis to be tra^mjtted 

means oi a 

sound dnver map are stored. 

Block in which the Sound Dnver is loca 

Block in which ihe pointers require^^E^^e So" 
Driver are stored. 





0-000000 



oOQOO-ooonoo 



oooooo-oooooo 



OQOOOO 



.00 0000 



000000 



Snd DRVRO 



DRVR Ptf^. 





New 



Tlus option adds a new block to the Edit wi^pwr. If ther^f^ a"^lected block 

f reverse-displayed block), the new block is inserted imm^iate^ above that block. 




ftJ^ 



Change map name 



This option renames the currervr^roject file. ,' 



Delete 






This option deletes^a sp^ifiMUiblock- The Delete ariS rejoin" option moves up the 
trailing blocks after dating a block, so that there are not gaps in memory. 



Delete selected 

t>lD[:k' 


1 CQ^CPl 


3 


J DeJele and r^iom 1 




j Delete Drtlu 


J 






Copy 
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This opton copies a specified block without copying the block's starting address or 
size. 




Paste 

This option overwrites (pastes) onto a specified block the block that was copied 
through the copy menu. If a destination block is not selected, no action is 

performed. 

I -r 4 1 

Insert 

This option inserts the block that was copied by the copy menu into the location 
immediately a.bove a specified block. If a destination block is„|igrt^elected, the option 
inserts the copied block at the end of all blocks. 



Clear data 

This option clears a selected block. It differs from- 
the data t^-pe. The data type of a specified block 
specified block is an area for sequence data". In 
data types. 




i^;"Delete" option in that it saves 
{o information such as "the 

, the arrows indicate 



01 



02. 



03 



04 



05 



000000-000000 



oooooo-oooooo 



oooooo-oooooo 



000000-000000 



000000-000000 



oooooo 



oooooo 



oooooo 



oooooo 



oooooo 





Because a data type specification is a;critically important 1^^% the following 
conhrmation message appe#s. .|fq,e;«icute thel^^ic^bn, click on the done 
option- 




inTonrrfltion, PKceot (Ie!o-^' 
type, will be clearea, and will 
not be recnverable. Procaea? 




Dun? 



New map 
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This Option operts a new project file. Before executing this menu, be sure to 5ave 
the current project file. 

Delete map, Copy map, Paste map, Insert map 

This option deletes, copies, pastes, or inserts the current map. 

Clear map data 

THs option performs the "Clear data" action on all blocks, without displacing a 
confirmation message. 



3. Systems 



Systems 




Start Sound DrWer 



Resend sound editor^. 
Resend 32X system pr-' 




Start Sound Driver 

This option starts the Sounl^Dxf^^ and generals ■^a;V-mterrupt in the 32X, After 
loading data, be sure to^start.the S(Hmd Driver^ 




Resend sound iSliloriTlfc^ftioo .^ 

When the 5ound editor map is open, this option resends and restarts the Sound 
editor only. However, because the Sound editor is normally not used, this menu 
should not be selected. '^^ 

Resend 32X system program & reboot 

This option resends the system block only, and restarts the 32X. 




'iS 
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4. Map 

' 11 -H 

The Sound Simulator is capable of opening multiple project files sirriultaneously. 
However, the Macintosh's monitor displays only the project file thai can be edited 
currently. The Map menu can be used to switch the files to be edited. 

I " I ^ 

5. Display 

When several project files are opened, sometimes it may be necessary to monitor 
the contents of a project file other than the current file. This menu allows the user 
to create a monitor window that displays the contents of non-current project files. 
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FunctTon 



Music lest 
SE test 
Create utility 
Create flag test 
Track mute 
Map selecter 



Memory configuration 
Change font size 



O 





This menu sets a sound request and the CartDev; 



Music test, SE tefit. Create utility 



This option issues BGM, sound effect, and latUily leqtie^. Before making a request, 
be sure that the Sound Driver is runnifi^^'From^herSvstem" item on the menu 
bar, select the "Start sound driver" opr^on. .^Thiljcauses the "Set sound driver" 
message to be displayed on the TV mOTOtof. If tiie TV mt^^r is connected, verify 
the connection. 



The BGM, sound effects, and utilit5f^ programs all sh^ the same .menu interface and 
provide the following parameters^ jj^d; from the leJ^/^entification number, 
request number, and song titlf.J^or ^^^description of a^^il^k ^requests, see the 
section on the Sound Driv^? " "" 
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MUSIC testing mode. 



Request Lis! 







OxBO 



tesl. 



o 





The meamngs of the buttons are as follows: 



Start 

Is&ues a request code to the Sound Driver- 
Edit 
Changes specified data contents. 

Creates a new data table- 
Delete 
Deletes unneeded data. 

Insert 

Inserts a new dMa. t^le intS^ll specified tabl 



Cancel 

Closes the current "t^log box while retaining the current contents. The cancel 
function can also be Invoked from the "Close" box. 

Create flag test 
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r-^ -" ''■"" .LUL-L^III.H. J 




■ -__— . 








® AdcfrsE^ 




(D) 1 








j^ 1 1*1 k Wi f^ LJ li li 


1 




■ 


fH> 
















Creflte ICanceT 


1 Dane 1 




^^"" ' ■ ' ' — ^ ^ "^ ^ J 1 





This option sets a request code and sends it to varioiis addresses. The user can also 
send a request code by directly speciiying an address. The "Create flag test" option 
differs from the "Music test, SE test. Create utiUty" option in that it permits lite 

setting of an address. 

Track mute 

■" . ^ ^^- ."' 
This option is not available in the current version of Sount^imii^tor, Therefore, 
this option should not be selected, "^■^^- ^^■ 

Map selector 

This option allows the user to control the 



Sound Simulator, 






nap geiecter 



Switch control over tat 




md JTiff pro gram 



5tor| Tone-^^Edn^ 



Dump 1 23 bytps of memory 



Chonoe to Mag« Drive mode^^^ 



^cr-tatiqeiD 32X mpne 



V interrupt vector (WO re 





Switch control ov^lp 6S0O0 and run program Ihere 

Click on this option by specifying the desired address. When an address 
is entered, the option moves the 68000 program counter to that address. 
This function can be used to execute a user-generated program 
simultaneously with the Sound Driver, provided that the program 
module is loaded at the target address. See "Helpful Hints and Technical 
Information". 



Siart Tone Editor 
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This option is not available in the current version of Sound Simulstor. 
Therefore, this option should not be selected. 

Dump 128 bytes of memory 

Click on this option by specifying the desired address. The option dumps 
and displays 128 bytes from a specified address onto the TV moiutor. 

, 41 h I 

Change to Mega Drive mode 

This option sv/itches to the Genesis mode. 

' --I ■ 

Change to 32X mode ' ■ ■;- 

This option switches to the 32X mode. The mode thatis currently is on is 

displayed on the TV monitor. 





Change V interrupt vector address 

Click on this option by specifying the desireci address, jfie option moves 
the V-interrupt to the specified address. 



Memory configuration 

This option allows the user to display and set thememo^lccess privilege and the 
write-protect state that are currently in effect, f^r details on these items, see the 
"CartDev Integration Guide". 




■^rl 





a Detect 321f 

nconnol nnie to the upper .^MBjiff emulationtl 

D Cannot write to tne lower 2flB of flmuiatiOTtRATI, 

□ DEonocate upper 2tiB of emulstion RArijGr32K 
G DeE!}Qt:flle irjv*er2ne of emulatlDn RAMfdr Z2)l 
n Usa munnor BAMos emuJatlon RAM 

D CornDt^H^l^o mfifiltor RAM 

□ Deallficfll^^OFfetor RAM for 32X. 




Agtomatica]iUtnange access to eniyJaticwi-fiAM. 



[Cant 



Done 





Ciiange font size 




This option changes the size of Edit window characters to suit the monitor size and 
resolution. . , - 



\ 



• 
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Helpful Hints and Technical Information 

' The Sound editor is not supported. 

- Depending on the particular menu that is selected, the Sound Simulator prompts 
for an address spedfication. In the present tool, all addresses must be specified as 
ROM cartridge real addresses even when they are displayed in the 32X mode. 

- In the CartDev, the following comprises the bulk of user-accessible areas* 
emulation RAM, the 4MB from 0x000000 through 0x400000, and dual-port RAM. 
Any dual-port RAM addresses can be set by the user. The initial values are OxTEOOO 
for the Genesis mode, and OxSFEOOO for the 32X mode. See the ^Mars Cartridge 
Development System Board Description" for an explanation of how to set these 
addresses. 




- When using the "Switch control over to 6SOO0 and rlki^r^^m^ere" function, 
take the following information into consideration: 




When the Sound Simulator is running, only V-inrefetJpts o%ur on the Mega Drive 
6S0O0, When these interrupts occur, the system registif i:on^n£ the data 0x2500. 

The Mega Drive workspace RAM that is availal^ t^^^ is 0x1000 bytes from 
OxFFOOOO through OxFFOFFF. 





- The Sound Simulator contains a built^j^X celfitrol program and a Sound 
Driver, These programs can be replaceii^'to rg^ce a Soun^^^lDriver, name the file 
for the new sound driver as either "MD_DR'i^:BIN" (a binary fik) or 

' MD_DRV.S2S" (a Motorola S-forrrtat file) and store the ri^w rtam^^n the folder in 
which the 32xSndSim is located, Wl\en the file is ndflfound, thgSound Simulator 
auiomatically loads the built-in S(!iuM^"Mver. Any olth^^^eral sound drivers 
that are supplied can be loadt^in thifemanner, .Simila(iy>;thfe-32X control program 
should be named as either "ROMTOP.BIN" on^RB%Tdp.S28". Note that if the 
ROMTOP program is. ir^ifi^^ SEG A will be unable: to support it. 

- The 68000-side ^ace fi^^feoOOOOO through OxOOTiPf is system-reserved for 
future use. Nothini^^iould be loaded in this area. 
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Error Listings 

SCSI inquiry'. CardDei' is not connected- 
Application will terminate. 

The envLTonment will be saved and the application will terminate- 
Not enough memory to open the Map Window. 

■ r 

Insufficient memory. Free mem.ory for the application and try again. 

Too many maps (50 maps m^aximum). ■■ ' - ■ 

Too many blocks (32 blocks maximum). 

The file ts already being used. 

An invalid file exists. The volume is not mount* 

An error occurred while loading. 

Macintosh resource files cannot be tranaisitted byttheinseives. 

Not enough memory to load the proj 

+ 

Cannot read file. 
Cannot write file. 

Alias information was lost due-to memory shortage- thisblbck cannot be read 

automaticallv. ^' "- - ■ ^ /;- 









CartDev is not resp^di^.. C^enU all coimections. 
The specified functiOFt^ not supported- 
The file transfer failed due to a possible application error. 
Cannot send to Dual-Port RAM. 

Dual-Port RAM access was not restored within one second- 
More than 800H bytes were received. 
The job will be terminated. 




iz 



PREUMINARY VERSION PROPERTY OF SEGA 



32X Sound SrmulBtor Ver. 1.00 
SEGA Enterprisea, Lid, 



• 



Unknown file format. 

The uncompressed data is larger than the data size that can be handled. Data not 
converted. 

WritePtr and ReadPtr are reversed. 




Bad check sum. Cannot convert file. 

An error occurred while data was being received, due to a possible application error. 

This file cannot be opened from the file menu. 

TlYe specified address conflicts with the sound driver. Oioo^ a di&rerrt address. 




The 32X caimot access the selected address. Choose a dif: 



This hjnction cannot be used for the System Bloc 



This data type uses data number when a 
sound driver ignores the above file. 



Incorrect map composition. Unable toirun the.map. 
Unknown format for the "Receive control" prosiram. 



Cannot allocate the sound driver hi: the area used ior bank- 



address. 



e iH;ereated- Therefore, the 
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